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...iTie A^asier 

has 

become, ihe, VlCTiAA 
of a trap of 
another sort/ 


In the depths of Porest 
t/avenwood, mere bSCOJfDS 
after the Farte/ites sprang 
their TRAP on Tymofin 
and Tev koney/ade... ^ 


Writers- Revin Maples k 
Jeff Q6me2L 


Penciffer- Afex Ma/eeir 
Inker- Rodney Ramos 
Tinted Color-MichaefTvccinard 
Leiterer-Adam Jfiedzwiec^i 
. 6iory Assisi-John Tynes 

Editor- Tony Bedard 
Ediior-in-Chief - Bob kayion 

.Cover Podnling by Anson Maddocks 


6uch WOULD 
certainly have 
been the case .. 








































r MY peesoM ^ 

AS6At/LT£P. THE 

PLME6 VAEmc\JE6 

pejecTM& Mg- 
evEw THE B£Asrs 

AP6 WITHOUT HOKiOR 
>STMI6 NI6HT/ 


'^ 6 TILL,THAT ^ 
POOR AOUL noes 
Mot PE'SERve 

^^14 __ 


t AtA WEARY OF 

POP&/A/& battle- 
theee elf-mape 
ABOmA/AT/OAfS 
6H0ULP PRCVIPg OIL 
FOR MYRUETEP El^UE 
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p£i?H/^p& ^v'e^/cw 
AOe££ ABOUT TH/S 
MOT?CP, TY/H... 


.„P£feAAPS THi £/>AIR^ 

r//t1££ TO CCM£ ARB HOT 
F/T FOR TH£ BYBS OF 
/A/f^oce/jr£ TO Age. 
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Witt each 6ACI^IFIC£ 
Youe ^ecof/P HANP- 


-FBO/V^ TH6 


A 6 fMA/l£P 

A6 t AM TQ APMir 

IT, /c/ut//^ wei? 
wDutP Be A^>e 
'vpo PlFFICUtT^ 


^ 5He A^S, 
/£T6gAM...Bur 

TO F/ueifec sue 

IS AIUCH, MUCH 
/VIOPE. 


5He 6i£^y^ 
TsMO OF OUR 
BRSTHReW, 
vwylkh. what 

16 TO THg 

£BOFf/FNP?y 


SHE FI6HT6 

tlwre A 

verBKFA/. 


6eT HER ON THE V^MCfOA/, 
we HAve TO TRAYet. 


























I WOULP 6UePOUNP 
/Viysap WtTH WM1JRIOB6, 
ei&HTeou4 4NP««!f.SUT 
IM6T£4P I AM PB0WNIM6IM 
' A ■SEA OF iMBecites/ y 


y ONg evehJihJ6'6 ' 
PBAMAX^e fiOR THE 
PE^TRUCTIONI OF MV 
/M/^Ce AMP 106\H& 
TyMOtYM tONE6UAP£ 

. ^mx6i/wee, , 

\ 6IANNA. y 


' 1 ACMMV THAT, ^ 
FATHER FAUREU AMP 
I'M SORRY. OUR 6C0UX6 
HAVE /V(PMY/Vi> TO 
. REPORT THUS FAR. . 


6lRe.' \ 

SIRE.' A 

Msa^Aoe 

HAS ARRIVEP 
FROM AM 
MOCYr£\>\ 
MOMTFORPy 


PREPARE MY^ 
peif&of/AL 
6UARP. r HAVE 
Mpppo/z/r- 
/Mffivr THIS 
£Y£MIN6>. y 










































The battle begins 


In the frozen wilderness of the Ice Age, 
you will face powerful wizards, ? r" 
battle savage beasts, 
and encounter heroic warriors. 


Ice Age” is an all-new environment that can be played os a stand-alone 
trading card gome or as an expansion for Magic: The Gathering’”. 


60-conl starter deck $7.95 • 15-card boaster podc $2.45 



































IT 16 C>OOP TO 
6a£ MY 6l6TB!l'6 
ikT/LL AT 

ca4Tme6 to se.. 

^XCePT/OYi/AC. 


6UT WHAT 
COW T»e£Be>A/ 
U^YYP mJT 
V WITH HER? y 


^ ..THeroHLy 
MAY£ AP>/Se, ANP 
BeiN6 UAPM TO 
TH06E WHO CD NOT 

V pe^eevE paim. 


TJ^ THE/'U, 

A 6COM leARY/ WW^ 
'^eiR 

'i y{ Yt\\jLB£oy% 

W PiBTiCY^^ 


ALL THESE \ 

y£LPfYYCf 

POOLS...SO 

/WaWX the/ 

THINK THEIR 
PETTY 
e/vtp/Ke^ 
HOLP SWAY 
OVER THE , 
LIVINS LAMP, J 


TH£y HAVE NO 
IPEA WHO TPUiy 
RULES THS WORLP. 


THEYtL SOOM^ 
ATAKXV WHAT IT \ 
/MEANS TO EARN 
THE WPATM CP 
A PLANESWALKE^ 






































7Wi/ighi. on Hha 
ouiskiriA of ihe 
Given. Empire. 


tt youB 
PBipe A4»i^ 
vTRAlTOKTv 


miw/ 




WHAT ABE YOU 

. x>/ni6> .*» 


Y THE 
' ayAfPviTe/y 
COUB6\hl6> THBOU&H 
YOUtl y£///s « 

. KJOW BEPUAtep 

Vsy po/Aoa/. > 


REST, TO ipeye/u. to oub > 

PEOPLE THAT yOU ABE A TiMnOi, 

10 PPLIM 6 you ANP youR AWCEsrpy 

FBOM OUR 4e’MG'6 FAVOR- > 

GoEsveip.v - 


OOU WILL A/OT 
HA/E ANOTHER 
OPPORTUNITyTO 
BerRAYocx. 
V people. ^ 


y y/fAY. ^ 

/MOB6AN? 

WHAT po you 

iiMA/ry 


three 

THIN65. 









































6eC0NC>, 
TO leap 
OJS TEOOPS 
TO vfcrotiY 
A&Am rue 
JNALUDS-- 


TO WATCH 
YOU pte. 


"AMPTHeHX 
A6AIH6T THg > 
FAKEeirrei 
..ANP THg £ 80*1 

WHoevEB ajsg 
vYoaioame 
CPP 06 & ue> y 

V AFTePTHAT!/ 


AMP... 

THIPP? 


DON'T you ^ 
l/A/OeHATANO, 
P8UIP7 - 


MAyeNwoop 
WILL 8URN...fM, 
SitHf^APIA WILL 

se THseATeNep! 




r BETTee the > 
E/MPiee FAILS. 
THAN TO SYV/Yec 
AT THE FggT OF 
1?IBINg> zeALOIS.. 

oe TeNTACuep 

V CMATTeL...j 




...CM BELOVEP 

yOUNl6 SCOUTS, 
WHO FEAtt TO 
ON BU6S.I 



















































pgie6T£6A^ 
vwYLe6H"iHe 
PRU6d HAV£ 

. WOThJ OFP.y 


THE ^ 
WAKCloe MAE> 
AVVAIigMK?. , 


’'600^ 

evEMlM6v 

twoliw 

U>We 6 WP 6 , 
























































































„.(T'6 TOO BAP we^ 

COULP MOT HAVe MET 

uwpee BBrTBR 

CII?OU/V\6TAWOe6"'>OU 

Aue mApiMtRABte 


A TINly SPP/A/B IM A 
CLOClfWDRK PPA&OM- 
MOTHIM& AAOCe THAM 

BA/rro attract 

V 60AAe FROTH IMe> , 

— BBABr. y 


eon vous 
TAsre iM 
/y^eM. j 


WDAAAH, 


'VAYLE6H. you' 
AMP fARRBL 
Aee WA6TIM6 
ri/we n6HT(M6 

AAOM66T 

YOtA?S£LVeB 

-BReATBR 

FORCES 
THREATEM , 
V U6 ALL. y 


SORRV; 

LOME6LAPE- 


WP£A6<W 

■ WITH Hl/V\, 

^TCie$T es5^ 

^PARREL'S ^ 
'^y/AR/SMA y 

CAM MOVE 
ICATIA'S 
L6APER6HIP TO 
JOIM THE BiYSB 
AWPVtXIRORReR 
A6AIM6T THE 
APPBOACH(M6 i 

^UST THIS^l 
aM:e, let s i 

T^WATOUR 1 
WAV OUT OF _ 
iCALAMlT/^^ 


Ir^VVOMT ^ 

' e>iJOY Ar/uw& 

THE OMLY THIMS 

fareel ever LOVEP 

MfARiCy AA MUCH 
k AS I'LL ENJOY , 
XjCILLlNS U/Af. y 


f CMRP/SAIATtC y 

SWEETHEART ICM0W5 
/VWPW& ASOUT 

US-Amp vet he 
\AOULP/W4{eFtf;R , 

V OUR 60P IF HE / 

V COULP ^ 






























ftoLUOWER* Of- 

rui?M ANf 6 HOW 

PRDP6R V.^6f’fa'. 


' oue feuesT 

Of f/OA/OR 
FiNAUt/ 

. J0IM6 06. , 


^LCOMS, F/IJ^£ir' 
THOU6H I MUST SAV, 
VOUR LITTUe fLOOC. 
Of £xrR&if/sr6 
COeSNT LOOK ^leARLV 
A6 Af£Af/9CM^ 

^ AS expecTea y 


/ CHOOSE VOUI^ 

[ *yORlP6 MORg \ 

V CARgFUULv; i 

V vAytesH. V 

^ TRUg, YOUR kriNP ^ 
HAS A OUAIHT CUSTOM 
OF CHOPPIN6 OFF TMglR 
OWN ARMS ANP l£S5 
V "WITH >«?PAS«— > 


"BUT LIVINS > 
WITHOUT THE 
BENEFIT OF A 
TOA/6Ue COULP 
PUT ytxi OUT OF 
&C/£/A/eS£/ J 








































































ooks 4o^u buy? .J^Atari lyax . J Amiga CD 32 

vr' '^^^onyiPlaystation J Sega Saturn 

V6r mQifflh ' ■’' ^ ■ J Nintendo Ultra 64 

comic booi^ do you many video games do you buy? 

i ■ jJ _J l-3per year _| 4-l|l per ye^r 

j||. Whit, if any, type of video games do 
^bii plaf? 

J Actife/Adventure _| Role playing 

_1 Sports _| Movie based 

_|Fightin^^^ _| Arcade bas§d, 

_J Shootin^^ _1 Gornic based 

_J Driving ^ ^ I Other _ , 

12. How oft^n you visit video garni 
arcades? 

_J1 time^ less per month J2 times per month 
_J l-^j times a week _| 3-5 times p^ week/ 

13. How often do yoiK jg or yidPQ, games/ 

£-l l time or less per monQl tlmes^|^!^^tl:|, 
1^1-2 times a week 1^3-5“thnes pi^'',^^^^ 

14. How many computer games 
buy per month? 

QNone f^ l -3 per year times per year 

15. What, if any, type of PC games do 
you play 

is yoi^r f^avorite Valiant character DAction/Afeenture^^p^e playing 

fh^ di^s not.,hnve hh/her own title? . ^^^^ports 

-... ... J Fighting .. ^^SJ^^ade based 

7. How many years Mave you been read\ QDri’#Tg ,:£s^^]^®er:_ M 

ing and collectipg clinics? ' 16.Doyoulo\%p,,.^i^piaWio buyany(oft^ 

J 1-2 years y^s 6 or more y^rs following fi^pmputer-item^^^ 

8. How often do yod vi'^t comic/book Own PI^^^uv: 4 

stores? . / ^ ^ M;|^?Mode|4 «. ' 

_lOnce a week o/ more ‘ s£j1wic^ alifionth C gbR (3tl ^yi cD-ROM 

J Onc^ a^monffh '■ ■ or less per year lovstick Joystick 

9. Do you bwn or'pfamto own ^r buy any j jrl Soundc^d, Qsoundcard 

of thdfb'llowing video game systems? 7,Do you buy trading cerWs/ 


3.Ftd$i "wbrn 
you tiuysim 
J MalSjel 
J DC 
J DC Ve'5 
_| Harris 
_l Dark Horsg, 


h companies listed belpw do 
hast two titles ajmonth^ 

_| Malibu 
jTopps< 

J Image 
J Vali^ 

J Othea-. 


4.Whet Other non-Valiant comics do you 
read regularly each mopth? 

(name ycAr three favorites in order of preference) 


S.Wha't is yoUr favorite character in the 
Valiant universe? 


Plan To B^v: 

YAtari JTagUar 
■\jSega 32X ' 
\3t>0 

|.^^^llips CDi 
J'#C X-EYE 
J Game Gear 
^^G^esis 
ITfAfari Lynx 
l^puper NES 
ij Game Boy 


18.If yeSi \^M^types df j^rd's do you 
usually ^uy? 

QNoh-Sgq^ rts 

19.If yes, how many packs do you buf?/ 
s*'^^Di- 2 packs per month or Jess 
-4 packs per week 
Qs or more packs per wee|; 

20. Which type of music do you listen ti^ 
QHeavy Metal _jRap 

'■y(,^5Alte|native ..J'Dancey'j|> JlffM' • 

^jRock _1 Jazz ■ -i t' ID the r C" , 


%uger NEg^ 
^ fe^e Boy 
tCenf sis 

jCame Gear 
jSfegf 32k'" 

I Atari jaguar 
































21,How Many CDs, Records, or Tapes do 
you buy? 

J10 or more per month 
J5-9 per month 
J1-4 per month or less 


31,V0At- are your three Ta 
sloir h^ows? 

.. .. — -- 


2 .. 

3.. 






22. Which of the following cable servlcels 'the following pf(^^4^0di 

do you get in your household! ^ ^ '■ - • 



_J Heavy Metal 
JESPN #:r 
JESPN2 
JTBS 
JMTV 

J Nickelodeon 
JHBO 
J Other: (Please Spec 


Sk|ft;tre: 
poo 

oh,mousse 


/lew 

lannel 



tio1|;| Jt^WjSdeitHih; 


i ji^- 








at is yqur fa^rite fandy? :; 


\. 





23.How many pairs of speakers} 
thought in the pasf-^e'ar, 


thmfdir 


J1-2 pairs ‘\0^^r|n| 

!24.Have you boii^htJ§oniithii 
mail order/catalogs'fh the pal 
jYes 

25.If yes, which 
you sent fori 

_J Recprds/fapes/Cps J' 

\3C^omics _1 ^ 

_j Vjde;p Games- J IV^Ifc Videos 

J piothing _| CoiiTputer Software 

* J Computer Hardware 
_J Other:(Please Specify)'_ 



PLEASE COMPLETE THIS SURVEY (IT'S OK 
TO PHOTOCOPY IT) AND MAIL IT TO US NO 
LATER THAN JULY 31, 1995...AND YOU'LL 
AUTOMATICALLY BE ENTERED IN A 
DRAWING TO WIN A FREE PRIZE FOR 
JUST TELLING US ABOUT YOURSELF, OUR 
VALUED ACCLAIM COMICS READER. 
GRAND PRIZE...5 WINNERS WILL BE RAN¬ 
DOMLY SELECTED TO WIN ACCLAIM'S HOT 
NEW VIDEO GAME NBA JAM TOURNAMENT 
EDITION. 


RUNNERS-UP...200 SUR^Y ENTREES WILL 
REIBEIVE A, LIMITED EDITION, GOLD LOGO 

vAliant comic book. 


26.What are yodr favorite sports? 



_J:^oC:cer 

J Skateboarding ;; 

J Roller Blading . 
J Snow Boarding 
J Surfing 




:ci' 


asiietb^ 
otba^^ 
sebarf 
ckey 

artial Arts 
piking 

^th^r: 4Pfe^ase Specil 

oftenxdo you ^o to the movies? 

a ^eefe J Qnce a week 

e a ^montfr, J Once a month- 

nee a j^r J Never 

^ often do you rent movies? 

^ Twice a week J On<fe a Week 

iTwice a month J Once a montft^ 

^Jpnep a year —I Never 


PLEASE MAIL SURVEY TO: 
WE WANT YOUR OPINION 
C/O ACCLAIM COMICS, INC. 
^ 275 SEVENTH AVENUE 
' NEW YORK, NY 10010 


NAME 


HOME Address, 


CITY 


3 - 3 - 


state 


ZIP. 


PHONE NUMBER 
DAJE CMF BIRTH.^ 

Ndf^.^irchase necessary. 

pe] 




Drawing is open ^ anyone l^xcej 
E#ertainitient, Inc.,,pja3^fhemimm^iat 
pe ^^r son. Survey and^er^fy mayJb 
wy|re profited orijfest^ted bylaw--^ 
“Feder^;^'tate^ kud^ jpSril' laws apply. ; Entries becdM*^^ 
of Comics, Inc., and cannot be returned. N 


lLlyiia#^ypes of todfvles do^ you watch? 
Fi ~l Comedy 

3rroi| \Ji Drama . ; 

tionz/^dvehtufe 

30,f. p^^^le re%d tach issue of 

lia^\i 





\Com 






Qffer vc^d^here prohibij^ regulated, or restricted by law l 
a manner in(k>nsistent the purpose and rules thereo 
Taxes, if any, are the sole respppsibility of the prb^ winner 
All entries be received at coyest Headquarters^ no lal 
than July 31, 1995. ^mners ^i|l --be seated in a|^andoi 
drawing conducted by .^^^?eSm Comics^ Inc., on or aboi 
:^ptember 31st. Acclaim Comics, Inc., is not responsible Jc 
"^s^^al^^^^ferected or mutilated entries. To receive'a li: 
jgl^ize winners, av^lable after November 31st>«^end 
"stamped self-addresS^^velcffe to: V^^ wa5t Your/Opinio 
"!/0 Acclaim' Comics,IncT ^5 Seventh Avenue* New Yor] 
10001 


























^ MA6 IT ^ 

occuenBP 

TO ANYBOPV' 
THAT I'M TIBP 


^ Aiy 

CHupeeA/: 


/Cl^RLYTHe 
r 6tri/AT/oN 
HA6 6B0WM,.. 
COMflBX. 

I A6< f(X A 
, MOmUTTO 
SreAK WITH 
yTyWOUKi,^ 


Y 1 K'MCW' ^ 
' THAT YOU WANT 
HK, FAeueu. WHAT 
WILL you OfF£K 
K NB fOe HEK , 

A 


r w/rv£6s Tue ^ 

‘'TYMOLYN^- 
AS PeeFLY/N 

ceAsue w/TH rwese 
PBAAONS AS we 
. COULP UAYe J 
V FeARetF Y 


eCHMO THE 
PBiwrew.siR, 


iTtt TfM \ 
Loije&uApe) y 


^ FiMe, ifgep 
IT BRT£f. one 

UHJU6TlFiep 
MOYS, AMP W6 
WILL see WAR, 


" ON My ^ 
woep, KILL 

evenYowe 

&UT THE 
> 6IRL. 


I WANT THIS 
FINlSHeO 

QU/CKCY. 































r cxiveR, vou ipioT" 
vou'Ke 60 IM 6 TO oer 
V BO TH 

^ yCUOAMt"^ 
M3/ti»ri')'expecT 

>oui? peoae to think , 

yl'M TOUg/VCH, 


/ou A __ 

LOVEE KAVLeiHN 

netp mobe n?ue ' 
/ p£v£i?e*/ce IN His 
l?WABveN THAN 

\ >OUI? TWIdTeP HeAKT 
\ HA6 H6LP IN A } 
/ LIFeTlME /_ / 


^£/rru£f>/ AXIL V 

TO M6, ANP I'LL I 

, ^-oo6£ ypue J 

^ BO N P6. VK 

^^ L £XOKCtS^ 
>OU-VtOU'LLTAIKe 
6IANNA'S PLAC.& A6 
MV PKfZeCf . 
V pi6ciPLe. y 


PITIFUL > 
FOOL^ LIKe 
you HAVE MAPe 
/VtffMftWPKOF 
.THIS WOBU^ 


THEN \ 
I 6HALL 
OON$lPei2 
TI-116" > 

> >i/v S 

FtcroF ■ 
Ate/icff 


» 






























TY/VOt-IKl, 


r/Aioc//^/ 


r wiu,, 


rmouAf/ 























^ ^ A thneless^^ cottec^oii of 

^ Magic: T1i<9atli«iii|g”; ^ 


|^12:CARD tOOSpR MCK^2.0d* UNLIMITED EDITIO] 

* ^ironules and Mogic The Gathering are trademarks of Wizards of the (fast, Inc. 
I ^ ' Wizards of the Coast U a registered trademark.^ f * 





'^IT 6£EM6 THAT ^ 
OUR lMPORMAT(OM 
WA^M'T QU/re 
V. ooeeecT.^^ 


I 61 fiW 

yooi^6£KMA/r 

m6PPte6^/ _ 







rip/^rfF 1 





1 I 









\yJi 


y/ 


■K/ 1 

Li^"< ^1 

Ik 


«0r 


W 'a 


1 L 1 


f 




























MOW TO ^ 

TMg ?AB»Le THeiS 
(CMlOHr-eRRAWT, ^ 


TrXOMC//^ 
6eM?S us j! 
CU^MPfOU-- 


■TU£si/6ury 


"T0NI6MT-THE 

F/fppeur£s. 


YY///// 


’...TO/MORRC)W', we 
Ai£JKUOKi MDHTFO^- 
THgU TKOM/J^ &eYOW!‘ 

























yyyw// 


^ KIR all the 
WWOCeWT* 

V THeee willbe r 

^ 5 /ceA/ce.^ 


' fan ALL THE 

CORl^LfPriOA/ 
1 VtXi HAVE 
\WROlJ 6 HT-^ 








60 /MAM/ 
r£>OL6... 


...60 /MUCH 

c>/ecof^p.. 


//or6e..M 

m HeAi^. 


TH£I?6, 

NU6T 

Bg... 















































eSOM HASIP AMINAT 
rHI?ULL,..F/^1^l^eLITg 
A6AIM6T tElTBUR... J 
ElF A6AIM5T i 
THALUP.,.yOU I 
AEE 1 

m/i£rLK£T?/ m 




WEAK FPOM 

w/r^w/ 


W OKC5.' \ 
^ 60BLIM6/ 

SS’SPCBJP 

, «>>ew- , 


T —TUKOH/ 
POWA/rU/6 

eA£p/is£' > 






r^A^t7iA^% 1 ^ 

P£6€f^^6^ 1 1 fPr'^ 1 

. TO BE Jr i 1 

^ Cl^U^MEP.' M \ ^ A 












W wi<:e ^ 
a660tAC£ iKi 
THE FIKB, 6AI?PAPIA 
-I FEEL A £»/CC 
WINP FBOM THE t 


ENJC>y voue 


' VVHAT ' 

vou 

AKE...ANP 


TAM 

THE POOA/t 
OP FUX 
POOCSS6. 


THEV WILL 6CX3Ni 

BE MOPPCeP^ 

BEMEATM 6NOW 
, AMP 
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Jeof WtaAwt Editor 

As cities crumbled and towers 
came crashing down, still you 
pressed on. For this, the entire 
Armada team would lihe to extend 
a hearty “thanfe you!” Apparently, 
our latest Magic: The Gathering 
endeavor. Fallen Empires, has 
been extremely well-received! 
The first issue has sold out com¬ 
pletely, and advance word is that 
this issue’s shock ending will make 
it quite the collector’s item. As 
always, you are the lifeblood of 
this effort and we couldn't have 
done it without you. 

If you took a glance at the line¬ 
up behind this book, you may 
have noticed some new names. 
Our penciller, Alexander Maleev, 
is a newcomer to the American 
comic book industry, but he’s 
poised to take it by storm! A native 
of Bulgaria, Alex has brought his 
own unique visuals and a brilliant 
style to these boobs, and we 
couldn't be happier. 

Our own Rodney Ramos has 
been inking Alex’s pencils, deftly 
giving each line a life of its own. 
You may have seen Rodney's 
work over Rafael Kayanan in our 
sister title. Ice Age on the World of 
Mflgic: The Gamering. Rounding 
out the art crew is Michael 
Tuccinard who lays down the 
beautiful painted color that makes 
these pages sing. On the writing 
end, Armada Line Editor Jeff 
Gomez is joined by Wizards of the 
Coast's own Kevin Maples, who is 
realizing his life-long dream of 
writing for comics. 

If you're just joining us, 
welcome to Armada and the 
Magic*. The Gathering line of 
comics! Our goal with this and all 
of our Magic titles is to introduce 
you to the fantastic world of 
Dominaria. On each page, we do 
our best to bring the myths and 
legends of this world to life. This is 
our invitation to come and 
explore the myriad lands that 
make up Magic: The Gathering. 
To help you get started, we even 
included a Fallen Empires booster 
pack with the first issue, to give 




you a taste of the many characters, 
factions, creatures, and artifacts 
that can be found in Sarpadia. 

This might only be a two-issue 
miniseries, but that doesn't mean 
we don't want you to write in! 
Quite the contrary! We always 
count on you to let us know how 
you liked the books. In fact, the 
writer of the most insightful letter 
we receive on Fallen Empires will 
get a signed copy of Magic: The 
Gatfierii^ — Arabian Nights #1, 
due out in August! 

Though an entire civilization fell, 
there were those that stood 
witness and recorded what they 
saw. Let us turn to these historians 
to get a handle on the language, 
culture, and customs of the people 
of Sarpadia. What follows is a 
glossary and pronunciation guide 
so that you, too, will remember 
the beauty and the tragedy of the 
Fallen Empires. 

(ARE-goth): A mythical 
land said to have been completely 
lost at the conclusion of the 
Antiquities War. 

Berelor (DARE-el-or): An 
equine beast of the swamps. 

IHMhowla (Doh-mi-NAR-ee-a): 
The planet of which the continent 
of Sarpadia exists. 

QUnsi Wmmdk Religious leader 
of an extremist faction of Icatians. 
His Farrelites believed in enforcing 
their beliefs with violence. After 
Farrel’s death at the hands of Tev 
Loneglade, he became a martyr, 
and his Farrelites fought even 
harder as the empires fell. 

HatemtOINf: A tremendous 
forest set in northern Sarpadia. 

leatla (I-KAY-sha): A powerful 
city of great strategic import; 
home to the Order of Leitbur and 
the Farrelites until it fell to the 
Ebon Hand before the onset of the 
Ice Age. 

l4»rai (Lor-EN): Master Scout of 
the Elven Empire, his death 
widened political rifts among his 
people, to the point where the 
Thallids were ultimately able to 
overrun their creators. 

An outpost town set 
to the south of Havenwood and 
northwest of Icatia. 
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MiMrgan: A Thelonite Druid, and 
advisor to the King of the Elven 
Empire; his schemes only served 
to erode his civilization. 

Satpaifla (Sar-PAY-dee-a): 
A continent on the world of 
Dominaria, set far to the south of 
Terisiare. 

Slanna of Montford (See- 
AHN-a): Parrel’s prized disciple/ 
concubine, her death also earned 
her martyrdom. 

Tertdait (Ter-iss-ee-ARE): The 
immense continent upon which 
most of the Antiquities War was 
fought. 

fav Loneglaifa; One of the 

most powerful planeswalkers ever 
to walk the lands of Dominaria, he 
tripped into madness upon the 
murder of his beloved sister by 
Farrel. His wrath speeded the fall 
of Sarpadia’s empires. He has since 
adopted the name Tevesh Szat. 

Thalllib (THAL-ids): Created by 
magicians of the starving Elven 
Empire for food, these plant-Iike 
cattle developed sentience, and 
ultimately overthrew their mak¬ 
ers. 

Tfie Order of Leltimr (LEET 
ber): A diplomatic faction of the 
plains, long in control of Icatia. 
Tfie Ordi»* of tfie Eboii BaiMl: 

A brutal, aggressive cult of the 
swamps that long coveted pivotal 
Icatia. 

TimiilS: Hideous worker slaves 
of the Ebon Hand; like the Thallids, 
they rose against their masters. 

Tonraeb (Too-ROK): The dark 
god of the Ebon Hand, said to 
appreciate the sacrifice of at least a 
limb, and at mo$t...a human being. 

Yfmoilo Looatllftite: Born 
before even the Antiquities War, 
she had been kept alive for cen¬ 
turies by her planeswalker broth¬ 
er, Tev. Her death at the hands of 
Farrel sparked the fall of several 
Sarpadian empires. 

-lesh): One of the 
high priestesses of the Order of the 
Ebon Hand, she meant to use Tym 
to provoke the Farrelites into open 
combat. 

Right Carlos Wioenix Jiminez contributes his 
vision of Fallen Empires.. 
















Seer Analysis 


by Shawn F. Carnes 


Hello again, planeswalfeers! 
Once again, we journey to the 
land of Sarpadia, the realm in 
which the Fallen Empires 
expansion of MagiC: The Gath¬ 
ering is set. As always, Fm here 
to call the play-by-play as it 
relates to Magic. So, without 
delay, lets go straight to the 
action! 

Well start by tahing a look at 
the opening scene in which 
Loren (the Scout from Fallen 
Empires #1) is at the mercy of 
the Thallids in the Havenwood 
Forest, Tev Loneglade (re¬ 
member how I told you to 
beep an eye on him?) watches 
from the sidelines as the 
Thallids begin the process of 
eliminating Loren (who is 
actually the victim of 
Thelonite Druid Morgan’s 
machinations from last issue). 
With some final semblance of 
mercy, Tev unleashes a Red 
magic assault against the 
Thallids via a Firebdl spell. 

The first thing to consider 
about the Fireball is the mag¬ 
nitude with which it devas¬ 
tates the Thallids. First of all, a 
Thallid is a 1/1 creature; a sin¬ 
gle Fireball is probably 
overbill when used on just 
one target. The neat Magic 
rule that allows for the “split¬ 
ting” of a Fireball comes to 
light here. In the game, you 
can split a Fireball by adding 
one mana for each additional 
target. You must also divide 
the number of mana put into 
the spell by the number of tar¬ 
gets the Fireball has. 

As an example, to do a point 
of damage to four targets with 
a single Fireball, you will need 
to spend eight points of mana: 
one (which must be Red) to 
get the spell started, three 
more (of any color) for the 
three additional targets, and 
four (of any color) to spread 
out over the Fireballs. Couple 
this with the actual spell Forfe, 
and you have the potential to 
devastate large numbers of 1/1 
creatures. 

for ten mana (three of 


which have to be Red, as the 
Fork requires two Red mana), 
you could generate one 
Fireball with eight targets, 
each doing a point of damage. 
Tev Loneglade uses these 
techniques to unleash fiery 
death upon the Thallids. 

The second crux of the story 
develops around Tymolin and 
her dealings with both the 
Ebon Hand (one of the Blacfe 
forces of Fallen Empires) and 
Farrelites (one of the White). 
The Order of the Ebon Hand 
has captured Tymolin and is 
prepared to use her as bait; 
she will be used to lure in the 
Hand’s nemesis, the Farrelites. 

After Tym’s shocfeing murder 
at Farrel’s hands, Tev responds 
immediately—his anger and 
rage continuing the process of 
his bizarre transformation. As 
Priestess Vaylesh starts up the 
special effects machine, sum¬ 
moning the hid-eous Derelor 
upon the Far-relites, a Fireball 
streafes down from the shy 
to strihe the foul creature. 
After an impassioned speech, 
Tev then utterly destroys 
both sides with yet another 
Fireball—-this one im-mense! 
(How much mana would this 
tehe?) All that remains are 
blachened sheletons. 

Tev’s rage doesn’t stop here. 


He moves on to Montford, 
now looking hideously famil¬ 
iar to readers of Ice Age on the 
World of Magic: The Gather¬ 
ing, and brings havoc upon 
the town. He opens a Planar 
Gate over the town, from 
which hordes of Ores and 
Goblins descend upon it en 
masse—bringing our tragic 
story full circle. Artistic license 
is applied here for the use of 
the Planar Gate. The spell itself 
doesn’t actually bring forth 
creatures, but it makes them 
that much easier to cast 
should there be a colorless 
mana cost associated with 
them. Still, for the purposes of 
the story, it works. 

I think this issue points out 
something very important 
when considering the drama¬ 
tization of Magic; the Gather¬ 
ing. Planeswalkers are beings 
of immense power. They 
command extraordinary abili¬ 
ties of summoning and spell- 
craft, as Tev’s actions this issue 
indicate. When playing the 
game and reading about it, 
consider this aspect. It will 
give you some insight into not 
only the dramatization of the 
game, but playing it as well. 
An incredible issue! 

Until next time, may your 
personal empires never fall. 



OF THE COAST 


We’ve gotten hundreds of letters from readers asking whether 
an official Magic: The Gathering fan club exists. You’re in luck! 
You can join the Duelists’ Convocation by sending a check or 
money order for $18 to: Wizards of the Coast, Duelist 
Convocation Membership, Dept. C, RO. Box 707, Renton, WA 
98057-0707. Don’t forget to include your name, address, phone 
number, and a signature from a parent/guardian if you’re under 
18 years of age. 
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COMING IN JULY 

Magic:The Gathering 

Special: The Nightmare #1 

Enter the mysterious world of the darfe 
steeds of the swamps in this exciting one- 
shot special based on one of the most ^ 
rare and powerful creatures in MagiC: 

The Gathering. Nightmares are supernat- ^ 
ural horses occasionally bonded to wiz- 
ards of Black mana. They streak angrily 
across the sky, leaving trails of fire in 
their wake. 

Hilary Bader, best known for her excit¬ 
ing and passionate episodes of Star Treki 
Deep Space 9 and Star Trek: Voyager, 
writes this darkly enchanting story, ably 
assisted by Valiant artists Anthony 
Castrillo and Anibal Rodriguez. Featuring 
a spesctacular. new painted cover by 
Nighnnare aeator Mefissa Benson! 

Antiquities War on 
the World of Magic: 

The Gathering #l 

The greatest, most spectacular magical 
war in the history of Dominaria starts 
here! Based on events depicted in the 
Antiquities expansion of the Magic: The 
Gathering, were introduced to Urza and 
Mishra, brothers destined for tragedy! 

In this issue, we learn the story of the 
Mightstone and the Weabstone...and the 
origin of an enmity so sweeping that mil¬ 
lions of lives were lost, and magical- 
mechanical monstrosities were brought 
forth from the fires of hatred during a 
war that lasted decades! Writer Jerry 
Prosser (Animal Man, Skin Graft, Comics 
Greatest World) lends this new series a 
sophisticated air, and Paul Smith makes 
his Armada debut. Featuring a painted 
cover by Geor^ Pratt 

Magic: The Gathering 
Wayfarer #l 

On the world of Dominaria, a tow- vy 
ering quest begins! Join the teenaged '\ 

ShadowMage Jared Carthalion as he 
explores the dangerous new land of 
Corondor. His ultimate goal—to 
unlock the secrets of magic, and 
finally become a true Planeswalker. 

This issue, haunted by the revela¬ 
tion that his whole life was a lie, Jared 
stalks the plains...looking for trouble 
—and a legendary D’Avenant Archer 
is just the one to give it to him! Also, 
Krbtina, who we met in Ice Age #3, 
and who will appear in this summer’s 
Worlds of Donainia book from 
Wizards of the Coast becomes a 
series regular. Featuring a fully paint¬ 
ed chapter revealing the secrets of 
White magic by Dennis Calero, and a 
painted cover by renowned fantasy 
illustrator Michael Kaluta. 
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